business card w and h in figma

Business Card W and H in Figma: A Comprehensive
Guide

Introduction:

Understanding the Importance of Precise Dimensions in
Business Card Design

Designing professional business cards requires meticulous attention to detail, especially when it
comes to dimensions. In Figma, a popular design tool, understanding the "W" (width) and "H"
(height) values of your business card is crucial for ensuring your design prints correctly and looks
professional. This comprehensive guide will walk you through everything you need to know about
setting the correct W and H for your business card in Figma, from initial setup to export. We will
cover various scenarios and provide troubleshooting tips to help you create perfect business cards
every time.

Article Outline:

—_

. Standard Business Card Dimensions: Understanding common sizes and variations.

2. Setting Up Your Figma File: Creating a new file with the correct dimensions.

3. Using the W and H Values in Figma: Manipulating the width and height of your artboard.
4. Designing Your Business Card: Tips and tricks for efficient design within the constraints.
5. Exporting Your Design: Preparing your file for print.

6. Troubleshooting Common Issues: Addressing size discrepancies and print problems.

7. Advanced Techniques: Using constraints and auto-layout for responsive design.

Body:

1. Standard Business Card Dimensions:



Standard Business Card Size: The Foundation of Your Design

The most common business card size is 3.5 inches by 2 inches (88.9 mm x 50.8 mm). However,
variations exist, such as the slightly larger 3.75 x 2.25 inches (95.25mm x 57.15mm). Knowing the
precise dimensions you need is the first step to success.

1. Setting Up Your Figma File:

Creating a New Figma File with Precise Dimensions

To begin, create a new Figma file. Instead of using a pre-set template, manually enter the desired W
and H values in the artboard creation settings. For a standard card, you would input 3.5 inches for
the width and 2 inches for the height. Remember to set the units to inches for accurate
measurements. This ensures your design starts with the correct foundation.

1. Using the W and H Values in Figma:

Manipulating the Artboard's Width and Height

Once your artboard is created, you can still adjust the W and H values if needed. Figma allows you to
dynamically resize your artboard, which is incredibly helpful for experimentation. However, be
mindful of maintaining the aspect ratio to avoid distortion. Always double-check your dimensions
throughout the design process.

1. Designing Your Business Card:

Efficient Design Strategies within Set Dimensions

With your artboard set, focus on designing your business card. Remember to keep text concise and
legible, and use high-resolution images. Utilize Figma's design tools, such as guides and grids, to
ensure elements are properly aligned and spaced within the 3.5" x 2" constraints. Consider using a
bleed area (typically 0.125 inches) for professional printing.

1. Exporting Your Design:



Preparing Your Business Card for Professional Printing

When you're ready to export, ensure your export settings are correct. Choose a high-resolution file
format like PNG or PDF, and specify the correct dimensions to match your print specifications.
Review your exported file carefully to avoid any last-minute errors.

1. Troubleshooting Common Issues:

Addressing Size Discrepancies and Print Problems

If your printed business cards are the wrong size, double-check your Figma file’s dimensions. Make
sure your export settings match your artboard dimensions. Ensure your printer settings are also
correctly configured for the chosen paper size. Incorrect settings at any stage can lead to printing
issues.

1. Advanced Techniques:

Leveraging Constraints and Auto Layout for Scalable Designs

For more complex designs or if you anticipate needing variations, consider using Figma's constraint
and auto-layout features. These tools can help you create a more dynamic and responsive design that
adjusts well if you need to slightly alter dimensions later on.

Conclusion:

Mastering the "W" and "H" values in Figma is fundamental to creating professional-looking business
cards. By carefully setting the correct dimensions from the outset and consistently checking your
work, you can avoid costly printing errors and ensure a polished final product that accurately
reflects your brand. Remember to prioritize accuracy and attention to detail throughout the entire
design and export process.

Frequently Asked Questions (FAQs):

Q: What are the best units to use in Figma for business card design?
A: Inches are recommended for business cards, ensuring precise alignment with standard printing
measurements.

Q: My business card looks blurry after printing. What went wrong?
A: You may have used a low-resolution image. Always use high-resolution images (at least 300 DPI)
for print.



Q: Can I use a template instead of manually setting dimensions?
A: While templates are convenient, manually entering dimensions provides greater control and
precision, especially for less common business card sizes.
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business card w and h in figma: App Design Apprentice (First Edition) raywenderlich
Tutorial Team, Prateek Prasad, 2021-02-12 Learn modern app design with Figma!App Design
Apprentice guides you through designing modern mobile apps using fundamental design principles.
If designing better Ul and UX for mobile apps sounds difficult and time-consuming, don't worry,
we've got you covered.Who This Book Is ForThis book is for intermediate iOS and Android
developers who already know the basics of mobile app development but want to also learn how to
design apps that look good.Topics Covered in App Design ApprenticeFigma: Learn the basics of a
modern design tool.App Teardowns: Analyze and pick out the best parts of other well-designed
apps.Wireframes: Explore what makes good app user flows.Reusable Components: Learn to create
and use reusable components such as buttons and toolbars.Typography: Basics for communicating
hierarchy, order, and emphasis.Color: How to create visual styles and palettes.Transitions and
Animations: Create different transitions between screens to communicate relationships.Design
Systems: Best practices for creating good app experience in each ecosystem.One thing you can
count on: After reading this book, you'll have the knowledge needed to design modern mobile apps
that are functional and look good.

business card w and h in figma: HCI in Business, Government and Organizations Fiona
Fui-Hoon Nah, Keng Leng Siau, 2024 This two-volume set of HCIBGO 2024 constitutes the refereed
proceedings of the 11h International Conference on HCI in Business, Government and
Organizations, held as part of the 26th International Conference, HCI International 2024, which took
place in from June 29 - July 4, 2024 in Washington DC, USA. Two volumes of the HCII 2024
proceedings are dedicated to this year’s edition of the HCIBGO conference. The first covers topics
related to Digital Commerce and Marketing, Artificial Intelligence in Business, and Workplace,
Well-being and Productivity. The second focuses on topics related to Teleworking and Virtual
Collaboration, and Improving User Experience and Service Efficiency.

business card w and h in figma: Designing User Interfaces Dario Calonaci, 2021-07-23
Think about Uls using design thinking principles from an award winning graphic designer KEY
FEATURES @ Practical knowledge of visual design basics and typography. @ Understand the
modern Ul to kick-start your career with Ul designs. @ Introduces you to explore Ul designs for
e-commerce web applications. DESCRIPTION From the initial introduction about the meaning
behind interfaces to the technical skills of thinking and designing a modern U], this book will guide
you on designing the Ul of a screen for a real-world application, infused with the newly learned
knowledge with the Figma tool. You will be able to explore and practice visual design concepts,
namely, color, contrast, balance, consistency, alignments, negative space, how to approach visual
impairments, and many more. You will be able to learn about one of the most critical elements of
how to think about a UI for which you will explore concepts such as memory, vision, processing of
info and objects, models of thinking, and more. Furthermore, you will explore the Figma tool and a
live practical example of how to design a Ul for an e-commerce graphic application, including its
shopping cart page and adding a payment method screen. WHAT YOU WILL LEARN @ Get familiar



with the basic visual design concepts. @ Understand the fundamentals of the User Interface and
User Interaction. @ An overview of Search Results, Font Psychology, and Typography. @ Learn to
work with some common interface elements. @ Understand how real-time collaborative editing
works in the Figma UI design tool. WHO THIS BOOK IS FOR This book is literally for everyone! You
should only be loaded with plenty of curiosity. No previous knowledge of the field is required. TABLE
OF CONTENTS 1. Definition of the User Interface 2. The Web and Graphic User Interfaces 3.
Explanation to Typography 4. Visual Design Basics 5. Thinking About User Interaction 6. Usability 7.
Know Your Habits 8. Interfaces’ Elements 9. Foreword to an E-commerce 10. A Small Introduction to
Figma 11. Building a Shopping Cart 12. Farewell and Future Considerations

business card w and h in figma: Lean UX Jeff Gothelf, 2013-03-15 User experience (UX)
design has traditionally been a deliverables-based practice, with wireframes, site maps, flow
diagrams, and mockups. But in today’s web-driven reality, orchestrating the entire design from the
get-go no longer works. This hands-on book demonstrates Lean UX, a deeply collaborative and
cross-functional process that lets you strip away heavy deliverables in favor of building shared
understanding with the rest of the product team. Lean UX is the evolution of product design; refined
through the real-world experiences of companies large and small, these practices and principles help
you maintain daily, continuous engagement with your teammates, rather than work in isolation. This
book shows you how to use Lean UX on your own projects. Get a tactical understanding of Lean
UX—and how it changes the way teams work together Frame a vision of the problem you’re solving
and focus your team on the right outcomes Bring the designer’s tool kit to the rest of your product
team Break down the silos created by job titles and learn to trust your teammates Improve the
quality and productivity of your teams, and focus on validated experiences as opposed to
deliverables/documents Learn how Lean UX integrates with Agile UX

business card w and h in figma: Better Web Typography for a Better Web (Second
Edition) Matej Latin, 2019-08-18 Better Web Typography for a Better Web is a book based on a
top-rated online course explaining typography to people who build web sites-web designers and web
developers. The author, Matej Latin, takes complex concepts such as vertical rhythm, modular scale
and page composition, and explains them in an easy-to-understand way. The content of the book is
accompanied by live code examples and the readers go through a process of designing and building
an example website as they go through the book. This is a new typography book for a new medium,
the rules haven't changed much, everything else has.

business card w and h in figma: UX Strategy Jaime Levy, 2015-05-20 User experience (UX)
strategy requires a careful blend of business strategy and UX design, but until now, there hasn’t
been an easy-to-apply framework for executing it. This hands-on guide introduces lightweight
strategy tools and techniques to help you and your team craft innovative multi-device products that
people want to use. Whether you’re an entrepreneur, UX/UI designer, product manager, or part of
an intrapreneurial team, this book teaches simple-to-advanced strategies that you can use in your
work right away. Along with business cases, historical context, and real-world examples throughout,
you’ll also gain different perspectives on the subject through interviews with top strategists. Define
and validate your target users through provisional personas and customer discovery techniques
Conduct competitive research and analysis to explore a crowded marketplace or an opportunity to
create unique value Focus your team on the primary utility and business model of your product by
running structured experiments using prototypes Devise UX funnels that increase customer
engagement by mapping desired user actions to meaningful metrics

business card w and h in figma: Thinking with Type Ellen Lupton, 2014-04-15 Our all-time
best selling book is now available in a revised and expanded second edition. Thinking with Type is
the definitive guide to using typography in visual communication, from the printed page to the
computer screen. This revised edition includes forty-eight pages of new content, including the latest
information on style sheets for print and the web, the use of ornaments and captions, lining and
non-lining numerals, the use of small caps and enlarged capitals, as well as information on captions,
font licensing, mixing typefaces, and hand lettering. Throughout the book, visual examples show how



to be inventive within systems of typographic form--what the rules are and how to break them.
Thinking with Type is a type book for everyone: designers, writers, editors, students, and anyone
else who works with words. The popular companion website to Thinking with Type
(www.thinkingwithtype.com.) has been revised to reflect the new material in this second edition.

business card w and h in figma: Extra Bold Ellen Lupton, Jennifer Tobias, 2021-06-25 Extra
Bold is the inclusive, practical, and informative (design) career guide for everyone! Part textbook
and part comic book, zine, manifesto, survival guide, and self-help manual, Extra Bold is filled with
stories and ideas that don't show up in other career books or design overviews. ¢ Both pragmatic
and inquisitive, the book explores power structures in the workplace and how to navigate them. °
Interviews showcase people at different stages of their careers. ¢ Biographical sketches explore
individuals marginalized by sexism, racism, and ableism. ¢ Practical guides cover everything from
starting out, to wage gaps, coming out at work, cover letters, mentoring, and more. A new take on
the design canon. * Opens with critical essays that rethink design principles and practices through
theories of feminism, anti-racism, inclusion, and nonbinary thinking. * Features interviews, essays,
typefaces, and projects from dozens of contributors with a variety of racial and ethnic backgrounds,
abilities, gender identities, and positions of economic and social privilege. * Adds new voices to the
dominant design canon. Written collaboratively by a diverse team of authors, with original,
handcrafted illustrations by Jennifer Tobias that bring warmth, happiness, humor, and narrative
depth to the book. Extra Bold is written by Ellen Lupton (Thinking with Type), Farah Kafei, Jennifer
Tobias, Josh A. Halstead, Kaleena Sales, Leslie Xia, and Valentina Vergara.

business card w and h in figma: Attack on Titan: No Regrets Complete Color Edition GUN
SNARK, 2021-03-16 The story of Captain Levi, Attack on Titan’s most beloved character, collected in
a single, 400-page hardcover in glorious full color! The Complete, Color Saga of the Thief and the
Soldier In Attack on Titan, Erwin Smith and Captain Levi are an inseparable duo, the calculating
brain and pumping heart of the Survey Corps. But their past was a mystery, until the release of the
globally-acclaimed bestseller Attack on Titan: No Regrets. Years earlier, the young Erwin was an
ambitious military ladder-climber and political prodigy, while Levi lived in another world under the
elite’s feet, the Underground. In this place, humans are born and die surrounded by the garbage the
Capital throws away, and only the lucky or the ruthless have a chance to emerge onto the surface
and see the Sun. Under a fierce exterior, Levi longs for a life of dignity for himself and his friends,
while Erwin’s lifelong obsession with the Titans drives him to depths of moral ambiguity. The two
men’s collision course will lead to tension, tragedy, and the greatest team of Titan-fighters humanity
will ever know. Direct from Japan in a newly-colorized edition Includes never-before-published bonus
stories and illustrations

business card w and h in figma: Laying the Foundations Andrew Couldwell, 2019-10-16
Laying the Foundations is a comprehensive guide to creating, documenting, and maintaining design
systems, and how to design websites and products systematically. It's an ideal book for web
designers and product designers (of all levels) and especially design teams. Paperback ISBN:
9780578540030 This is real talk about creating design systems and digital brand guidelines. No
jargon, no glossing over the hard realities, and no company hat. Just good advice, experience, and
practical tips. System design is not a scary thing — this book aims to dispel that myth. It covers what
design systems are, why they are important, and how to get stakeholder buy-in to create one. It
introduces you to a simple model, and two very different approaches to creating a design system.
What's unique about this book is its focus on the importance of brand in design systems, web design,
product design, and when creating documentation. It's a comprehensive guide that’s simple to follow
and easy on the eye.

business card w and h in figma: Puella Magi Madoka Magica: Wraith Arc, Vol. 1 Magica
Quartet, 2021-11-23 Bound by the promise of a wish granted, magical girls are charged with battling
the wraiths that move unseen through the masses of Mitakihara and devour the passions of their
human prey. Mami, Kyouko, and Sayaka are of one mind when it comes to fighting these entities, but
their task is hindered by squabbles within the group. Mami fears Sayaka and Kyouko will never see




eye to eye, even as a giant wraith unlike any they’ve ever fought threatens to make a feast of them
all!

business card w and h in figma: Dear Data Giorgia Lupi, Stefanie Posavec, 2016-09-13 Equal
parts mail art, data visualization, and affectionate correspondence, Dear Data celebrates the
infinitesimal, incomplete, imperfect, yet exquisitely human details of life, in the words of Maria
Popova (Brain Pickings), who introduces this charming and graphically powerful book. For one year,
Giorgia Lupi, an Italian living in New York, and Stefanie Posavec, an American in London, mapped
the particulars of their daily lives as a series of hand-drawn postcards they exchanged via mail
weekly—small portraits as full of emotion as they are data, both mundane and magical. Dear Data
reproduces in pinpoint detail the full year's set of cards, front and back, providing a remarkable
portrait of two artists connected by their attention to the details of their lives—including complaints,
distractions, phone addictions, physical contact, and desires. These details illuminate the lives of two
remarkable young women and also inspire us to map our own lives, including specific suggestions on
what data to draw and how. A captivating and unique book for designers, artists, correspondents,
friends, and lovers everywhere.

business card w and h in figma: Solving Product Design Exercises Artiom Dashinsky,
2018-02-07 Practice your product design and UX skills. Prepare for your next job interview.
Redesign the NYC metrocard system. Design a dashboard for a general practitioner. Redesign an
ATM. Learn how to solve and present exercises like these, that top startups use to interview
designers for product design and UI/UX roles. Today top companies are looking for business-minded
designers who are not just focused on visuals. With this book you can practice this kind of mindset,
prepare for job interview, learn how to interview other designers and find concepts for projects for
your portfolio. What will you learn from this book: Prepare for the design interview -- prepare for the
design exercise and learn more about how tech companies hire product designers. Improve your
portfolio -- use product challenges to showcase in your porfolio instead of unsolicited visual
redesigns. Step up your design career -- practice your product design skills to become a better
designer and prepare for your next career move. Interview designers -- learn how to interview
designers to evaluate their skills in the most efficient and scalable way. What's inside? A 7-step
framework for solving product design exercises 30+ examples of exercises similar to exercises used
by Google, Facebook, Amazon etc. 5 full solutions for product design exercises 5 short interviews
with design leaders that worked at Apple, Google, Pinterest, IDEO etc.

business card w and h in figma: Konosuba: God's Blessing on This Wonderful World!, Vol. 2
(light novel) Natsume Akatsuki, 2017-04-18 Kazuma's first winter in another world isn't going so
well. With companions like Aqua (Arch-priest), Megumin (Arch-wizard), and Darkness (Crusader),
his party of advanced classes should be the most powerful in Axel--but they're so dysfunctional, even
the easiest-seeming quest goes terribly awry, and they can barely save enough to afford a stable!
When an opportunity arises to stay in a mansion, it's like a dream come true--the only catch is that
they have to exorcise the evil spirits haunting it. Goddess Aqua is an expert with the undead, so the
quest should be a piece of cake, right...? Unfortunately, with this useless goddess, things have a way
of working out for the worst...

business card w and h in figma: A Tiny History of Service Design Daniele Catalanotto,
2018-09-14 A two hour read book that shows the different events that made it possible for Service
Design to be such a great field today.

business card w and h in figma: The Principles of Beautiful Web Design ,

business card w and h in figma: The Legend of Zelda: Twilight Princess, Vol. 8 Akira
Himekawa, 2023-10-24 Link has the passion needed to take on the fearsome challenges that lie
ahead, but he needs to hone his skills to a finer edge. To do so, he becomes the student of the
mysterious skeletal warrior, the wanderer across space and time. Meanwhile, Midna reaffirms her
resolve to repair the Mirror of Shadow. Link and Midna’s quest is far from over, and their journey
will take them to even more fantastic places and pit them against ever more terrible foes! -- VIZ
Media




business card w and h in figma: Attack on Titan 31 Hajime Isayama, 2020-08-25 After
breaking through a stronghold of old friends and enemies, Zeke hands down his plan for the Eldians
to Eren. But what Eren was plotting with his rumbling powers leaves his brother in the dust,
betrayed and alone once more. Now, with some help from Ymir, a parade of massive Titans are
roused from their centuries-long slumber, breaking free of the Walls to answer their founder’s call.
Where the march leads, only Eren knows...

business card w and h in figma: Re:ZERO -Starting Life in Another World-, Vol. 18
(light novel) Tappei Nagatsuki, 2022-02-22 COME HELL OR HIGH WATER! The mission to retake
the city hall has failed. Flood waters threaten to consume all of Pristella. Strange creatures roam the
streets, and the city’s residents have been forced to seek shelter wherever they can. Under a shroud
of fear and anxiety, Subaru and his scattered allies lick their wounds while struggling to find a path
forward. With Emilia still in the clutches of an Archbishop and madness spreading throughout the
city, only one thing is clear—if they want to save the poor souls of the Water Gate City, it’s going to
require one hell of a gamble.

business card w and h in figma: 3D User Interfaces Doug Bowman, Ernst Kruijff, Joseph J.
LaViola Jr., Ivan P. Poupyrev, 2004-07-26 Here’s what three pioneers in computer graphics and
human-computer interaction have to say about this book: “What a tour de force—everything one
would want—comprehensive, encyclopedic, and authoritative.” — Jim Foley “At last, a book on this
important, emerging area. It will be an indispensable reference for the practitioner, researcher, and
student interested in 3D user interfaces.” — Andy van Dam “Finally, the book we need to bridge the
dream of 3D graphics with the user-centered reality of interface design. A thoughtful and practical
guide for researchers and product developers. Thorough review, great examples.” — Ben
Shneiderman As 3D technology becomes available for a wide range of applications, its successful
deployment will require well-designed user interfaces (UIs). Specifically, software and hardware
developers will need to understand the interaction principles and techniques peculiar to a 3D
environment. This understanding, of course, builds on usability experience with 2D Uls. But it also
involves new and unique challenges and opportunities. Discussing all relevant aspects of interaction,
enhanced by instructive examples and guidelines, 3D User Interfaces comprises a single source for
the latest theory and practice of 3D Uls. Many people already have seen 3D Uls in computer-aided
design, radiation therapy, surgical simulation, data visualization, and virtual-reality entertainment.
The next generation of computer games, mobile devices, and desktop applications also will feature
3D interaction. The authors of this book, each at the forefront of research and development in the
young and dynamic field of 3D Uls, show how to produce usable 3D applications that deliver on their
enormous promise. Coverage includes: The psychology and human factors of various 3D interaction
tasks Different approaches for evaluating 3D Uls Results from empirical studies of 3D interaction
techniques Principles for choosing appropriate input and output devices for 3D systems Details and
tips on implementing common 3D interaction techniques Guidelines for selecting the most effective
interaction techniques for common 3D tasks Case studies of 3D Uls in real-world applications To
help you keep pace with this fast-evolving field, the book’s Web site, www.3dui.org, will offer
information and links to the latest 3D Ul research and applications.

business card w and h in figma: Morpho: Clothing Folds and Creases Michel Lauricella,
2023-04-14 <p><b>The must-have guide for all artists who need to realistically draw
clothing!</b></p> <p>In <i>Morpho: Clothing Folds and Creases</i>, artist and teacher Michel
Lauricella presents a unique approach to learning to draw clothing. By connecting the underlying
anatomy to clothing, as well as considering the body’s posture and movement, you can learn to draw
accurate and realistic clothing. Whether you're interested in art, animation, or fashion, this book is a
great resource for anyone sketching or drawing clothing.</p> <p>Geared toward artists of all
levels—from beginners through professionals—this handy, pocket-sized book will help spark your
imagination and creativity. Whether your interest is in figure drawing, fine arts, fashion design,
game design, or creating comic book or manga art, you will find this helpful book filled with
actionable insights.</p> <p>(Publisher's Note: This book features an “exposed” binding style. This



is intentional, as it is designed to help the book lay flat as you draw.)</p> <br> TABLE OF
CONTENTS<br> Foreword<br> Introduction<br> Head and Neck<br> Torso<br> Upper
Limbs<br> Lower Limbs<br> Resources<br>

business card w and h in figma: Sprint Jake Knapp, John Zeratsky, Braden Kowitz,
2016-03-08 From inside Google Ventures, a unique five-day process for solving tough problems,
proven at thousands of companies in mobile, e-commerce, healthcare, finance, and more.
Entrepreneurs and leaders face big questions every day: What'’s the most important place to focus
your effort, and how do you start? What will your idea look like in real life? How many meetings and
discussions does it take before you can be sure you have the right solution? Now there’s a surefire
way to answer these important questions: the Design Sprint, created at Google by Jake Knapp. This
method is like fast-forwarding into the future, so you can see how customers react before you invest
all the time and expense of creating your new product, service, or campaign. In a Design Sprint, you
take a small team, clear your schedules for a week, and rapidly progress from problem, to prototype,
to tested solution using the step-by-step five-day process in this book. A practical guide to answering
critical business questions, Sprint is a book for teams of any size, from small startups to Fortune
100s, from teachers to nonprofits. It can replace the old office defaults with a smarter, more
respectful, and more effective way of solving problems that brings out the best contributions of
everyone on the team—and helps you spend your time on work that really matters.

business card w and h in figma: Working Effectively with Legacy Code Michael Feathers,
2004-09-22 Get more out of your legacy systems: more performance, functionality, reliability, and
manageability Is your code easy to change? Can you get nearly instantaneous feedback when you do
change it? Do you understand it? If the answer to any of these questions is no, you have legacy code,
and it is draining time and money away from your development efforts. In this book, Michael
Feathers offers start-to-finish strategies for working more effectively with large, untested legacy
code bases. This book draws on material Michael created for his renowned Object Mentor seminars:
techniques Michael has used in mentoring to help hundreds of developers, technical managers, and
testers bring their legacy systems under control. The topics covered include Understanding the
mechanics of software change: adding features, fixing bugs, improving design, optimizing
performance Getting legacy code into a test harness Writing tests that protect you against
introducing new problems Techniques that can be used with any language or platform—with
examples in Java, C++, C, and C# Accurately identifying where code changes need to be made
Coping with legacy systems that aren't object-oriented Handling applications that don't seem to have
any structure This book also includes a catalog of twenty-four dependency-breaking techniques that
help you work with program elements in isolation and make safer changes.

business card w and h in figma: Learn to Code HTML and CSS Shay Howe, 2014-04-22 HTML
and CSS can be a little daunting at first but fear not. This book, based on Shay Howe's popular
workshop covers the basics and breaks down the barrier to entry, showing readers how they can
start using HTML and CSS through practical techniques today. They'll find accompanying code
examples online, while they explore topics such as the different structures of HTML and CSS, and
common terms. After establishing a basic understanding of HTML and CSS a deeper dive is taken
into the box model and how to work with floats. The book includes an exercise focused on cleaning
up a web page by improving the user interface and design, solely using HTML and CSS. With a few
quick changes the web page changes shape and comes to life. Interactive, technically
up-to-the-minute and easy-to-understand, this book will advance a student's skills to a professional
level.

business card w and h in figma: Simple and Usable Web, Mobile, and Interaction Design Giles
Colborne, 2010-09-16 In a complex world, products that are easy to use win favor with consumers.
This is the first book on the topic of simplicity aimed specifically at interaction designers. It shows
how to drill down and simplify user experiences when designing digital tools and applications. It
begins by explaining why simplicity is attractive, explores the laws of simplicity, and presents proven
strategies for achieving simplicity. Remove, hide, organize and displace become guidelines for




designers, who learn simplicity by seeing before and after examples and case studies where the
results speak for themselves.

business card w and h in figma: 25 Roses Stephanie Faris, 2015-01-06 During the annual
Valentine's sale of chocolate roses, each grade competes to sell the most, and the popular people
receive the most, making others feel left out. Since Mia's in charge of the seventh-grade sale this
year, she's decided to do something to make sure both these issues swing in her favor.

business card w and h in figma: 30 Days of No Gossip Stephanie Faris, 2014-03-18 Can a
middle school gossip queen change her ways, or will she lose her BFF for good? Find out in this M!X
original novel. Maddie Evans prides herself on being the gossip queen of Troy Middle School. She is
the first person her classmates go to when they need the latest news on the ins-and-outs of
TMS—and Maddie never disappoints. Her best friend since birth, Vi, isn’t crazy about Maddie’s
penchant for passing on rumors, but it’s never been an issue in their friendship. Until the day
Maddie lets slip who Vi is crushing on—in front of her crush. Vi is furious, and she confronts Maddie
with an ultimatum: no gossip for 30 days, or twelve years of sisterhood goes down the drain. Maddie
agrees, but only a week into the challenge, she gets one of the juiciest pieces of gossip
EVER—something that could affect the future of the school. Will she be able to keep her mouth shut
and tame her ways? Or will she be left standing alone with no one to hear her stories?

business card w and h in figma: Letterheads & Business Cards Chris Foges, 1999 ...
features sixty stationery design projects from around the world, analysing how briefs were met
through careful use of typography, illustration, materials, format and printing techniques.--Jacket

business card w and h in figma: UX for Beginners Joel Marsh, 2015-12-21 Apps! Websites!
Rubber Ducks! Naked Ninjas! This book has everything. If you want to get started in user experience
design (UX), you've come to the right place: 100 self-contained lessons that cover the whole
spectrum of fundamentals. Forget dry, technical material. This bookA¢??based on the wildly popular
UX Crash Course from Joel MarshA¢??s blog The Hipper ElementA¢??is laced with the author's
snarky brand of humor, and teaches UX in a simple, practical way. Becoming a professional
doesnA¢??t have to be boring. Follow the real-life UX process from start-to-finish and apply the skills
as you learn, or refresh your memory before the next meeting. UX for Beginners is perfect for
non-designers who want to become designers, managers who teach UX, and programmers,
salespeople, or marketers who want to learn more. Start from scratch: the fundamentals of UX
Research the weird and wonderful things users do The process and science of making anything
user-friendly Use size, color, and layout to help and influence users Plan and create wireframes
Make your designs feel engaging and persuasive Measure how your design works in the real world
Find out what a UX designer does all day

business card w and h in figma: Laws of UX Jon Yablonski, 2020-04-21 An understanding of
psychology—specifically the psychology behind how users behave and interact with digital
interfaces—is perhaps the single most valuable nondesign skill a designer can have. The most
elegant design can fail if it forces users to conform to the design rather than working within the
blueprint of how humans perceive and process the world around them. This practical guide explains
how you can apply key principles in psychology to build products and experiences that are more
intuitive and human-centered. Author Jon Yablonski deconstructs familiar apps and experiences to
provide clear examples of how UX designers can build experiences that adapt to how users perceive
and process digital interfaces. You'll learn: How aesthetically pleasing design creates positive
responses The principles from psychology most useful for designers How these psychology
principles relate to UX heuristics Predictive models including Fitts’s law, Jakob’s law, and Hick’s law
Ethical implications of using psychology in design A framework for applying these principles

business card w and h in figma: Don't Make Me Think, Revisited Steve Krug, 2014 Since
Don't Make Me Think was first published in 2000, hundreds of thousands of Web designers and
developers have relied on usability guru Steve Krug's guide to help them understand the principles
of intuitive navigation and information design. Witty, commonsensical, and eminently practical, it's
one of the best-loved and most recommended books on the subject. Now Steve returns with fresh




perspective to reexamine the principles that made Don't Make Me Think a classic-with updated
examples and a new chapter on mobile usability. And it's still short, profusely illustrated...and best
of all-fun to read. If you've read it before, you'll rediscover what made Don't Make Me Think so
essential to Web designers and developers around the world. If you've never read it, you'll see why
so many people have said it should be required reading for anyone working on Web sites. After
reading it over a couple of hours and putting its ideas to work for the past five years, I can say it has
done more to improve my abilities as a Web designer than any other book. -Jeffrey Zeldman, author
of Designing with Web Standards

business card w and h in figma: From Chaos to Concept Kevin Collamore Braun,
2020-07-28 This book is written for product design, software development, graphic design, and UX
professionals with a focus on creating measurably better user experiences. If you want to design
solutions to meet business goals and delight your users, you can look to this resource which covers
the following areas: Creating and documenting goals, strategies, objectives, and tactics Defining or
refining personas based on your measurable objectives (OKRs) Creating and iterating on scenarios
based your prioritized personas A team approach to defining the product and roadmap to address
critical use cases Team based divergent ideation and solution exploration Team based convergent
solution definition Wireframing potential solutions for rapid research and iteration Using
quantitative and qualitative methods to understand usage and test with users Exploring approaches
to taxonomy and information architecture Using psychology and human factors to drive your design
decisions Developing performant, accessible, maintainable experiences Using analytics to measure
the results and inform the next iteration How this process differs based on the size of the company
or team that is employing it

business card w and h in figma: The Rising of the Shield Hero Volume 15 Aneko Yusagi,
2021-03-16 The long-awaited climax of the battle against the Spirit Tortoise has arrived! With Ost’s
guidance, Naofumi and the others have descended deep into the Spirit Tortoise’s body to face off
against the mastermind behind it all. But will unexpected guests interfere?

business card w and h in figma: Seductive Interaction Design Stephen P. Anderson,
2011-06-13 What happens when you’ve built a great website or app, but no one seems to care? How
do you get people to stick around long enough to see how your service might be of value? In
Seductive Interaction Design, speaker and author Stephen P. Anderson takes a fresh approach to
designing sites and interactions based on the stages of seduction. This beautifully designed book
examines what motivates people to act. Topics include: AESTHETICS, BEAUTY, AND BEHAVIOR:
Why do striking visuals grab our attention? And how do emotions affect judgment and behavior?
PLAYFUL SEDUCTION: How do you create playful engagements during the moment? Why are
serendipity, arousal, rewards, and other delights critical to a good experience? THE SUBTLE ART
OF SEDUCTION: How do you put people at ease through clear and suggestive language? What are
some subtle ways to influence behavior and get people to move from intent to action? THE GAME
OF SEDUCTION: How do you continue motivating people long after the first encounter? Are there
lessons to be gained from learning theories or game design? Principles from psychology are found
throughout the book, along with dozens of examples showing how these techniques have been
applied with great success. In addition, each section includes interviews with influential web and
interaction designers.

business card w and h in figma: The Design of Everyday Things Don Norman, 2013-11-05
Even the smartest among us can feel inept as we fail to figure out which light switch or oven burner
to turn on, or whether to push, pull, or slide a door. The fault, argues this ingenious—even
liberating—book, lies not in ourselves, but in product design that ignores the needs of users and the
principles of cognitive psychology. The problems range from ambiguous and hidden controls to
arbitrary relationships between controls and functions, coupled with a lack of feedback or other
assistance and unreasonable demands on memorization. The Design of Everyday Things shows that
good, usable design is possible. The rules are simple: make things visible, exploit natural
relationships that couple function and control, and make intelligent use of constraints. The goal:



guide the user effortlessly to the right action on the right control at the right time. In this
entertaining and insightful analysis, cognitive scientist Don Norman hails excellence of design as the
most important key to regaining the competitive edge in influencing consumer behavior. Now fully
expanded and updated, with a new introduction by the author, The Design of Everyday Things is a
powerful primer on how—and why—some products satisfy customers while others only frustrate
them.

business card w and h in figma: Strategic Writing for UX Torrey Podmajersky, 2019-06-12
When you depend on users to perform specific actions—like buying tickets, playing a game, or riding
public transit—well-placed words are most effective. But how do you choose the right words? And
how do you know if they work? With this practical book, you’ll learn how to write strategically for
UX, using tools to build foundational pieces for Ul text and UX voice strategy. UX content strategist
Torrey Podmajersky provides strategies for converting, engaging, supporting, and re-attracting
users. You'll use frameworks and patterns for content, methods to measure the content’s
effectiveness, and processes to create the collaboration necessary for success. You'll also structure
your voice throughout so that the brand is easily recognizable to its audience. Learn how UX content
works with the software development lifecycle Use a framework to align the UX content with
product principles Explore content-first design to root UX text in conversation Learn how UX text
patterns work with different voices Produce text that’s purposeful, concise, conversational, and clear

business card w and h in figma: Designing Web Interfaces Bill Scott, Theresa Neil,
2009-01-15 Want to learn how to create great user experiences on today's Web? In this book, Ul
experts Bill Scott and Theresa Neil present more than 75 design patterns for building web interfaces
that provide rich interaction. Distilled from the authors' years of experience at Sabre, Yahoo!, and
Netflix, these best practices are grouped into six key principles to help you take advantage of the
web technologies available today. With an entire section devoted to each design principle, Designing
Web Interfaces helps you: Make It Direct-Edit content in context with design patterns for In Page
Editing, Drag & Drop, and Direct Selection Keep It Lightweight-Reduce the effort required to
interact with a site by using In Context Tools to leave a light footprint Stay on the Page-Keep visitors
on a page with overlays, inlays, dynamic content, and in-page flow patterns Provide an
Invitation-Help visitors discover site features with invitations that cue them to the next level of
interaction Use Transitions-Learn when, why, and how to use animations, cinematic effects, and
other transitions React Immediately-Provide a rich experience by using lively responses such as Live
Search, Live Suggest, Live Previews, and more Designing Web Interfaces illustrates many patterns
with examples from working websites. If you need to build or renovate a website to be truly
interactive, this book gives you the principles for success.

business card w and h in figma: 100 Things Every Designer Needs to Know About
People Susan Weinschenk, 2020-06-01 WE DESIGN TO ELICIT RESPONSES from people. We want
them to buy something, read more, or take action of some kind. Designing without understanding
what makes people act the way they do is like exploring a new city without a map: results will be
haphazard, confusing, and inefficient. This book combines real science and research with practical
examples to deliver a guide every designer needs. With this book you'll design more intuitive and
engaging apps, software, websites and products that match the way people think, decide and
behave. INCREASE THE EFFECTIVENESS OF YOUR PRODUCTS. Apply psychology and behavioral
science to your designs. Here are some of the questions this book will answer: * What grabs and
holds attention. * What makes memories stick? * What is more important, peripheral or central
vision? ¢ Can you predict the types of errors people will make? « What is the limit to someone’s
social circle? « What line length for text is best? « Are some fonts better than others? These are just
a few of the questions that the book answers in its deep-dive exploration of what makes people tick.

business card w and h in figma: My Hero Academia, Vol. 22 Kohei Horikoshi, 2019-12-03
In the third match of the joint battle training, the students of Class 1-A have their hands full dealing
with the unexpected creativity of Class B’s Quirk use. These matches give everyone a chance to
reflect on exactly where they all stand in relation to each other, and on the events in their lives that



have brought them to this point. Then it’s time for Bakugo to show what he’s learned... -- VIZ Media

business card w and h in figma: Business Analysis Techniques James Cadle, Debra Paul, Paul
Turner, 2014 The development of business analysis as a professional discipline has extended the role
of the business analyst who now needs the widest possible array of tools and the skills and
knowledge to be able to use each when and where it is required. This new edition provides 99
possible techniques and practical guidance on how and when to apply them.
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